Eternal 3tost mb Utitttenttng Peril 

An Adventure Framework by Ryan Macklin, using Campaign Coins 

In the frozen hell that is Mythic Norden, a few adventurers quest for a way to free their families, their friends, everyone 
they have ever known from a supernatural storm that froze them all solid. So they venture forth, hoping beyond hope that 
they survive the harsh and hateful land long enough to fulfill their mission. 


This adventure conceit works for whatever system and 
setup you prefer for a harsh sword & sorcery RPG. Set up 
the game as you normally would, and use the following 
whenever you get to a quiet moment and want the cold 
hand of fate dictate the oncoming peril. 

Grab the 15 Campaign Coins listed below (the Macklin Mix 
on their site). Put them in a bag, one you can't see through 
and is easy to use for randomly drawing. Then blindly then 
shake out five or so coins into a box and close it, so that 
none of you know which coins are truly in the bag. 

When you have a moment of story indecision, where 
the cold whim of chance dares to touch the faces of our 


unfortunate heroes, one of the players draws from the bag, 
and the GM interprets that as needed. It's important that 
the players draw, not the GM. Maybe they can hope or feel 
around for a coin they want, but in the end whatever they 
pull is their own doing, not that of some random die roll 
or GM whim. They are the forging their characters' very 
paths to ruin. 

Refresh the bag every session. If you play long enough 
to run out during a session, that's a signal to bring the 
game to a momentary halt— end that session, or get a meal, 
or whatever. Let everyone process they story you've just 
played out. 



The Omen of Steel: The characters 
are about to be tested by supernatural 
world's alien sense of morality. 
One rare surviving mortal who has 
obtained a scrap of Mythic power 
will challenge the PCs rather than see 
them as allies in this hostile world. At 
first, there' s talk — mainly posturing — 
but perhaps the moment can be solved peacefully. If not, 
though, this person is no mere minor threat. 
There are three such coins. 

The Omen of Demons: The hordes 
of Mythic Norden make themselves 
known! Either the PCs happen upon 
a group of them or they happen upon 
the PCs while on march. There are so 
many that even if the characters are 
victorious in slaughtering many of 
them, some will run of to warn their vile brethren. 
There are two such coins. 

The Omen of the Smiling Pirate: 

A strange boon appears or bargain 
is made manifest. The Mythic 
World reveals what seems to be 
a safe shortcut, some weaponry 
desperately needed, or even just 
food and water for to sate the biting 
hunger and thirst. But there is 
always a catch, always a cost. 
There are two such coins. 





The Omen of Claw-Offered Hammer: The 

characters gain a momentary windfall — a 
breather, a warm and sheltered place to 
rest. But that respite won't last; if the PCs 
stay for too long, calamity will ensue. 
There are two such coins. 


The Omen of the Double-Edged Axe: 

The characters spy a place a rest that 
is not unoccupied. Maybe another 
traveler is camping there, or one of 
Norden's gentler spirits makes its 
home in this place. Taking time to rest 
and supply may require a bargain, or 
possibly even violence, to ensure their safety. 
There are three such coins. 

The Omen of Crossroads: The PCs 

experience a curious premonition or 
portent, one that will surely come to 
pass rather soon. They've little time to 
prepare — what do they do? 
There is one such coin. (Yes, it's more 
easily distinguishable than the others.) 

The Omen of Doom: A grave threat 
confronts the PCs on their quest to thaw 
the hearts of the gods. But the other side 
of the coin is one of power; if they are 
victorious, the gains are vast and they 
make significant progress on their quest. 
There are two such coins. 




Naturally, you can use this concept for a host of other adventure conceits, games, whatever. It's pretty flexible! 

The full Mythic Norden setting comes from Mythender Roleplaying Game (free at MythenderRPG.com), but you 
don't need that to know "frozen north, not many people, harsh and unforgiving supernatural world, go." I talk about 
the sword & sorcery angle on my blog, as a project I call "Norden World." 
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